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A quick look down low and your post-up player is double-teamed. The clock marches 
down towards zero. Lose this game and you won’t be able to show your face tomorrow. 


You quickly scan the floor. If the big man is doubled on 
the blocks, somebody’s gotta be open. There he is, the 
shooting guard is all alone on the wing. A quick pass 
cross-court and the ball is in his hands. He squares 
up.. .the ball is in the air.^j 


iO seconds left on the clock, you have the ball and your team is down by one. Quickly 
you call a timeout, and while you’re trying to figure out what play you want to run, your 
opponent John is typing in a little message for you. Seems that someone thinks this 
game is in the bag. 


No time to read his comments as they scroll by on the ticker, you need to concentrate. 
The timeout’s up and you’ve got to inbound the ball. 


Swish! Nothing but net; 


You grab the keyboard and type frantically. Only need- 
ed a two but the trey works too. How’s it feel getting 
beat out of state?” 



Thank you for purchasing 
Sega Sportis NBA SKi . 

You have in your hands the most detailed and realistic basketball simulation ever 
created. 

The power of the Dreamcast brings the NBA to life as never before and chal- 
lenges all of your previous conceptions about sports video games. From the draft 
to the Championship, from fantasy tournaments to real NBA schedules, from play- 
er creation to dynasty domination, it’s all in NBA 2K1 . 

Oh. and have we mentioned online play yet? NBA HKI has full online support-mak- 
ing for some intense Dreamcast-to-Dreamcast action. With up to four players per 
console, NBA 2K1 is the first 8-player online basketball game in history. 

Tired of trading players to get your rosters in the game 
to match the flurry of roster moves before the real-life 
trading deadline? The online function of NBA 2K1 has 
got you covered there too. Log on to SegaNet and 
download updated rosters so you can have the most 
accurate basketball experience possible. 

This isn’t last year’s basketball game. This is NBA 2K1 . 

Do you have what it takes to play tough against this 
Al? Can you go online and defend the paint against 
real, live opponents? The only way to tell is to get out 
of the locker room and onto the hardwood. 



Sega Sports™ NBA 2K1 is a one -to four-player game. Before 
turning the Dreamcast Power ON. connect the controllerfs] or 
other peripheral equipment into the control ports of the 
Dreamcast. To return to the title screen at any point during 
gameplay, simultaneously press and hold the A, B, X, Y, and 
START buttons. This will cause the Dreamcast to soft-reset the 
software and display the title screen. 



>»STORTIHG THE GAME 



When using a Visual Memory Unit (sold separately], insert it into Expansion Socket 
1 of the Dreamcast controller if you wish to save your game data. 

... When using a Jump Pack™ (sold separately), insert it into 
■ Expansion Socket 2 of the Dreamcast controller. When the Jump 
Pack is inserted into Expansion Socket 1 of the controller, the 
Jump Pack does not lock into place and may fall out during game- 
play or otherwise inhibit operations. 

The game controls are all set to their default settings (which are listed in 
\ this manual]. To change the control settings, see the Game Options 
Menu (described on page 20]. 


»>COHTROL. SUMMARV 
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It's easy to use. Simply - 






■■■A Button 

■ V Button 
o Button 

■ /A Button 


plug into a Dreamcaat 
controller port. 

Key spacing, size and 
tactile feedback same 
as the finest keyboards. 



Full keyboard 
functionality. 


NOTE: Never touch the 
analog stick, R, or L while 
turning the Dreamcast 
power on. Doing so may 
disrupt the controller 
initialization procedure and 
result in malfunction. 



■ 


»;MIEHU CONTROLS 



2K1 is designed with analog functionality in mind. Analog not only 
a much fuller range of motion, but also adds to the overall 
depth of the game due to the level of precision control it allows. But 
for you old-schoolers out there, don’t worry. NBA 2K1 has got you 
revered as you can use the D-Pad as well. 

at the controls and tips offered on the following 
'efer to NBA 2K1’s default controls, but alter- 
:ontrol schemes are available. To change the 
troller schemes, go to the Game Options 
->Controller Menu. There you can choose from a 
selection of alternate control schemes. 

To highlight and select specific menu items, 
the Analog Stick (or D-pad) in the 
of the menu item until it highlights, 
select the highlighted item press the A 
If you have questions when viewing most menus and 
screens, press the Y button for information and tips on 
the game’s features. 
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>»eUTTON RSSI0NMENT 


Button 

Analog Stick (or D-Pad] 


A 

B 

X 

Y 



Action 

Highlight menu options 

Select / Scroll forward through the highlighted selections. 
Cancel selection / return to previous. 

Scroll Backwards through highlighted selections 
Command Help Menu 


>»COflCH'S FILE I GETTING HELP 

It w any time y 0 ij, neW help flavisating 
through theinhenus; pnass Y: and 8; help: 
sqroan will help you firid: the Way 


EHSIUE 


Button 

A 

B 

X 

Y 

L 

R 

D-pad 

D+A,B,X,Y 

D+L 

D+R 

Note: Alternate control schemes 
Controller Menu. 


Action 

Pass 

Crossover / Juke 
Shoot / Rebound 
Pass Icons 
Back Down 
Turbo 

Playcall / Shift 
Call Play 
Call for Pick 
Alley-Oop 

be chosen off of the Options 






You can pass to any of your teammates by pressing the analog stick in the direction of the 
intended player, and then pressing A. Before you make the pass, make sure you have a lane to 
get him the ball. You wouldn’t want to commit a turnover and wind up back on defense without 
a score. 


»5-:EC0N PHSSING ; S-' 


Use Icon Passing to guarantee that your pass goes to the right teammate. If you press the Y 
button, pass icons appear above each of your teammates. When you’ve located the player you 
want to pass to, press the corresponding button. 



Some people think that the crossover dribble is all flash and 
no substance. Just hope that your friends think that way, 
because you’ll be burning them all day until they figure it out. 
You can also use the crossover to get the ball into your play- 
er’s other hand and away from a pesky defender trying to 
make the steal. For maximum offense, hold turbo (R) and 
press the B button for an evasive spin move 





The way to shoot is by pressing and holding the X button. Once you release the button, 
your player will release the ball. Try to release the ball at the top of your jump for the 
best chance of making it. 





A good rule of thumb is that if your player is standing 
still or is far away from the basket when you press X, 
you’re going to wind up taking a jump shot. But if 
you're closer in and moving to the hoop when you 
press X, your player will try a layup or a dunk instead. 




Turbo Is just like it sounds, it makes you go faster. When the turbo button (RJ is pressed, 
your player will pick up speed and his momentum will carry him forward. In addition, com- 
bining turbo with other actions can result in more powerful moves: 

Button Action w/Turbo 

B Crossover / Juke Spin Move 



>»C0RCH''S FILE | Learn your Players 

Some players can dunk better than others and you should know who 
they are Head on out to the pracfece floor and take some shots 
Knowing who can take it to the hole will be helpful when you need to 
penetrate the lane during a real game. 


Here is a brief description of some of the advanced offensive plays. Master these and you'll be 
unbeatable. 


»5-brck:[N(:5 down s i. 



Another good scoring opportunity is the drop step shot To 
execute this move, get in a postup battle and press X 
while holding the analog stick left or right. Your player will 
take a step in that direction and take the shot. The post 
defender can attempt to counter this move by pressing X 
and holding the sbck in the same direction. 


you have a size advantage over your defender? Do you have great post-up 

Well then, hold down the L button while moving your player to back your 
down. Qf course, if there's no defender there, you can't exactly post any- 
up! Once you’ve worked in close enough to the basket, press the Shoot 
[X] to put up a classic lew post hook. Oh, and don’t forget the NBA 
rule. You can only have your back to the basket for five seconds. 


»>C0fiCH^S FILE Post -Up Moves 


>»flLL.EV-OOP; D-pad + R 


Press the D-Pad then the right trigger button (R] to throw your teammate an alley-oop. Two things 
to keep in mind about aliey-oops: 

1 . You will ALWAYS throw an alley-oop pass regardless of whether or not your teammate is in 
position to finish the play. 

2. An alley-oop pass will ALWAYS be passed to your teammate that is closest to the basket 
- so check to see who it is. and if he has an open lane. 



;-»p:[uot mode 


If you do not move your player upon receiving a pass, he will be in Pivot Mode. He will automati- 
cally attempt to protect the ball by shielding it with his body. Don’t wait too long though, a pesky 
defender will be able to sneak in there over time. 


>»PUMP FAKES 


To get an open shot, tap the Shoot Button [X] and pump fake the defender into the air. Your 
shot has a much better chance of going in if you have a clean look at the basket. 
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■TOUCH PfiSSIHG 


Press the A button to pass the ball to your teammate. Then, before he receives the ball, tap the 
pass button [A] again to execute a touch pass. Touch passing is a useful way to get the ball 
quickly around the floor to the open man. 


After you grab a rebound, press the B button repeatedly BEFORE YOU LAND 
This will cause your player to “clear out” the defenders around you and is a 
good way to keep defenders away from the ball as you land. 


You can make a pass in the middle of a jump shot, layup, or rebound. To make 
the pass, first press the X button to start the shot or rebound, then press the 
A button to pass. You must roll your finger from the shoot button over to the 
pass button to execute this move. If you release your finger from the shoot 
button before pressing pass, the shot will be released or you will come down 
with the rebound before you can get rid of the ball 


WITHOUT THE BALL 
Bui:t;on 

A 

B 

X 

Y 

L 

R 

D-Pad 


Action 

Change Player 
Set Pick 
Rebound 
Call for pass 
Call for Shot 
Turbo 

Playcall Menu [A,B,X,Y to call play] 


»>C0flCH"S FILE 

You can 
If you. do a 
on 


Each team has 26 plays in their playbook, 
You can select from four plays via the in 
game playcall menu, which is brought up 
pressing the D-Pad. From there, call the 
play you want by pressing the corre- 
sponding button, if you want to assign 
different plays to the playcall menu, 
you can do so in the Coach-^Playbook 
menu. 


Try having a teammate set a pick for you to slip that pesky 
defender. To do this, press the D-Pad. and then the L trig- 
ger button - your nearest teammate will create a wall for 
you to go around. 
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WJ-FREE THROyS 


NBA 2K1 uses the innovative Free Throw system that NBA 2K developed last year. The trick 
to successful Free Throw shooting is to press both the L and R triggers simultaneously and 
also at the same level for each. When you have managed to line the arrows together over the 
basket, press Shoot (X) to release your shot. 





»>DEFENSIUE CONTROLS 


If you need a little help from the charity stripe, head on over to Practice Mode and toggle the 
“Practice" option to “Free Throw.” Then step up to the line and polish up so you can punish 
rival teams for fouling your players. 


Buibiton 


Act:ion 


A 

B 

X 

Y 

L 

R 

D-PAD 

D+A,B,X,Y 

□+L 

□+R 


Swap 

Steal 

Block / Rebound 
Last Defender 
Face Up 
Turbo 

Defensive Set / Shift 
Call Set 

Call for Double Team 
Call for Intentional Foul 



Swapping allows you to switch to the player closest to the ball -handler. The purpose of swapping 
is to always give you a chance at making the defensive play by selecting the player with the best 
chance of stopping the offense. 


>»STEflL.!CHG s E 


Press the B button to attempt a steal. You must get your hand on the ball to knock it away or else 
you’ll be called for a reach-in foul. Once you’ve gotten the ball away from the offense, push the ball 
up the court. For the best chance at getting a steal, try facing up the ball-handler by pressing 
the L Trigger and then the Steal button (B). 



A good way to stop the offense is by blocking the shot [X]. For your best chance at blocking a 
shot, press and release “X" at the same time as the offensive player Having a shot-blocking cen- 
ter like Shaq or a dominant power forward like Tim Duncan can be a big plus. Holding turbo [R] 
while pressing “X" will cause your player to attempt a “swat” block, further increasing your 
chances of blocking the shot but also your chance of committing a foul. 


>»LfiST DEFENDER s V 


This will give you the player closest to the basket. This is a particularly useful button when you 
need to defend against a breakaway rush. It is also helpful when you want to gain control of one 
of your low post defenders 



This is the best position you can be in to stop a player from driving past you. It essentially 
makes you a bigger object to get around. The disadvantage is that you have slower movement 
in this lateral position. Pressing Turbo [R] will help compensate. 


:>»:[NTENTn:;iNfiL FOUL 


With the default control scheme you must call for an intentional foul. This is done by pressing 
D-pad then the R Trigger. This does two things. First, it toggles the steal button to an intentional 
foul button (for one play only). Second, it instructs all your computer -controlled teammates to 
intentionally foul the ball - handler. 


>»C0nCH'3 FILE I Charging/ Blocking 

So what's 'the Biffemnee between a ctet-ge and a ri0ck? N^ 
jau Have to bay® your feet set. So how do you set your feet? By making 
Bure the aneiog stick is dead cehter at: the mciti'eritof coiitaEt,: if yotfre 
moving the stick you'll get oatled for htooking:. if you're set and the stick 
is ih the middle, the, offense will get ealled for a pharge, V 



A good way to steal the ball is by closing the passing lanes. Jump in front of passes to deflect 
them away from their target and into your possession - however, you need to be quick to pick 
up the loose ball. 



Press the D-Pad to bring up the menu and then press A. B, X. or Y to select the 
corresponding defensive set: 

A Full Court Press: Defenders pick up their man after the inbound pass 

B Half Court Press: Defenders pick up their man at the half court line 

X Half Court Trap: Defenders try to trap the ball handler at the half court line 

Y Half Court Set: Instructs players on your team to set up in a basic defense 






>»C0flCH’'S FILE Defending the Post 


NOTE; there are alternate control schemes 
available that have intentional foul on a prima- 
ry button 


You can call for a double team at any time by 
pressing the D-pad and then the L trigger. 
The nearest teammate will switch from his 
man over to yours and help tighten the 
defense on the ball -handler. 


J-PflUSE MENU 


Stats 

Cameras 

Replay Controls 

A 

B 

X 

Y 

L 

R 

D-Pad 

Analog Stick 


Current game stats for both teams, as well as an updated 
injury report can be aocessed here. 

There are many different camera angles to choose from. 


Play at real time speed 
Zoom Out 
Zoom In 

Replay Panel ON /OFF 
Rewind (analog] 

Fast forward (analog] 
Moves aim indicator 
Controls the camera angle 


Note: While moving the aim indicator, you can also “lock on” to any player to fol- 
low them throughout the entire replay. To do so, simply move the aim indicator 
directly on top of whatever target you wish to track. You can preview each of 
them before picking the one you want. 


>OPTIOHS 


Customize the way you play NBA 2K1 prior to the opening tip-off with this 
menu. Press A to cycle forward through an option, press X to cycle backward. 



NBA Rules 
Gameplay 

Presentation 

Controller 

Codes 


Every rule in the game is adjustable, or is able to be turned 
OFF - so check them out. 

Simulation or Arcade Mode, Simulation will try to emulate the 
real thing as accurately as possible while Arcade Mode turns 
off most NBA rules and will appeal more to the casual hoop fan. 
Adjust sound effects, commentary, music, overlays and more. 
Check out the different control schemes. 

FREE SECRETS! There, that should get your attention. 

Once you’ve found a code, enter it in from this menu. 


From the Main Menu, you’ve got a ton of choices. Here is a quick description of all of the different 
game modes that NBA 2K1 has to offer, 

EXHIBITION 

Choose two teams and head out to the courts. You can choose from any of the teams or leave the choice 
up to NBA 2K1 . To play a game between random opponents, press and hold "L," "R," and “A" while over 
the team select icon. To experience the stuff of legends, don’t forget to try out the new teams from the 
50s, BOs, 70s, and 80s, 

SEASON 

Select Season on the Main Menu to go to the Season /Playoffs menu. Here you can start a 
14, 28, 56, or 82 game regular season. You can also jump straight into the playoffs by 
simulating a season or setting up your own custom playoff tree. 

Once in the Season Menu, you can jump in feat-first and start the day's games or take a moment to 
customize your plays, players, and teams. 

PRACTICE 

Practice makes perfect. Head on over to the practice court to get familiar with the players of your favorite 
team. The Shot Rater will help you perfect your form and timing. 

TOURNEY 

Choose to either play in a new tournament or load a previously saved one. Select your teams and deter- 
mine human or CPU control for each of the 4. 8, or 1 6 teams that are participating in your tournament. 

FRANCHISE 

New in NBA 2K1 is franchise mode. Guide your team through season after season in your quest to build a 
dynasty. Pick your team, choose your roster (standard or fantasy draft], whether you want to play a pre- 
season and whether there will be trades. 



^mmmm 



In NBA 2K1 , not only can you play in all of the 3D-rendered stadiums of the NBA, but you 
can also bail on a few of the most famous street courts in the country. After selecting 
Street Courts from the Main Menu, you will be brought to the Street Courts Menu. From 
there, you can pick the court you wish to play on and 
the type of gameplay: from 2-on-2 to 5-on-5. 


The Street Courts you can pick from are: 

Rucker Park [New York City] 

The Cage (New York City] 

Goat Park (New York City] 

Franklin Park (Chicago] 


>»h:[ST0RIC plovers 


Suit up and hit the court with the masters of the 
game. In NBA 2K1 , you can play with legends from 
the 1950s, 60s. 70s and s6s, including Magic 
Johnson, Larry Bird, Dr. J, Wilt Chamberlain and 
Oscar Robertson. All of the stars wear their classic 
team uniforms and play just like they did in their 
heyday! 



NBA 2K1 has something you’ve never experienced before in a console basketball game: Head-to- 
Head online action. Use the built-in modem on your Dreamcast to go online and play with either 
the person down the street or someone from across the country. 


Starting a Network Game 



1 . Select “Network” on the Main Menu and press the A button. 

2. Then Select “YES” to sign up for 50 FREE HOURS trial on SegaNet, If you plan to use your 
own ISR press the A button to select “NO” when prompted for “50 FREE HOURS” trial. 

3. Press the A Button to select "OK” when the ISP warning screen appears. 

4. Network Login Basic Details 

Use the D-Pad or Analog stick to highlight "User Name" and press the A button to go 
the keyboard entry screen. Use a Dreamcast keyboard or controller to enter your 
User Name/Login. The D-Pad or Analog stick will move the cursor on the keyboard 
while the A button will select a key. The Enter Key or Start Button will advance 
from the keyboard entry screen once the user name has been entered. 

b. Use the D-Pad or Analog stick to highlight “Password” and press the A 
Follow the same steps for entering your password as in step 4a. 
c. Use the D-Pad or Analog stick to highlight 

“Phone” and press the A button. Follow the same 

steps from step 4a to enter your Internet Service 
Provider primary dial-up number. 

5. Optional: Press the X button to toggle from Basic Detail 
to the Extra Details section. Use the D-Pad or Analog 
to highlight “Backup Phone 1 (Optional]”, “Backup Phone 2 
, "Call Waiting Prefix". "Outside Dial Prefix”, or “Your 
Code?” and press the A button. Follow the same steps for 
information in these fields as in step 4a. 
Press the Start Button to dial up to the 
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>;->NETI..JORK PLfiV 


6. Entering a Screen Name 

a. When prompted with "Do you have an existing Screen Name?”, use the D-Pad or Analog stick 
and press the A button to select “NO” if you do not have one. If you have an NFL2K1 Screen 
Name, feel free to use it here. 

b. Use the D-Pad or Analog stick to highlight "Screen Name” and press the A button to go to 
the keyboard entry screen. Your Screen Name must be at least B characters long with a 
maximum of 1 5. 

c. Use the D-Pad or Analog stick to highlight “Screen Name Password” and press the A button 
to go to the keyboard entry screen. Your password must be at least 6 characters long with a 
maximum of 1 5. 

d. Use the D-Pad or Analog Stick to highlight “Re-enter Password” and press the A Button to go 
to the keyboard entry screen. Your re-entered password must be identical to your Screen 
Name Password. 

e. Optional: Use the D-Pad or Analog stick to highlight “City [Optional]” and press the A button to 
go to the keyboard entry screen. Enter the name of the city in which you are located. 

f. Optional: Use the D-Pad or Analog stick to highlight “State [Optional]” and press the A button 
to go to the keyboard entry screen. Enter the name of the state in which you are located. 

g. Press Start to advance 

7. Entering the lobby and starting a game 

a. Choose your preferred region by using the D-Pad or Analog stick to highlight your choice and 
press the A button to continue. 

b. Choose a lobby by by using the D-Pad or Analog to highlight the lobby of your choice and 
then press the A button to enter. 

c. Once in the lobby, use the D-Pad or Analog stick to highlight another player in the lobby and 
then press the A button to issue a challenge. If challenged, choose "YES" and press the A 
button to accept. 


>»NETU0F?K SETTINGS 


Setting 

User Name 
Password 
Phone Number 
Screen Name/ Handle 
Server IP 
Server Port 


Function 

Your ISP Login name for dialing up to the internet 
Your ISP account password 
Your ISP dial-up phone number 
A nickname for while you’re online 

The IP [Internet Protocol] address for the server you’re logging into 
The Port number of the server you’re dialing into 





^ETWORK OPTIONS 


The Network Options Menu allows you to adjust three filters: a rate filter, a keyboard filter, and a 
game mode filter. The rate filter allows you to “auto-decline” challenges from opponents that have a 
rate that falls below your aocepted threshold. The keyboard filter lets you “auto-decline” based on 
whether or not the opponent has a keyboard plugged in. The game mode filter lets you "auto- 
decline” baaed on the game type to which you are challenged. 


NOTE: WHAT’S MY RATE??? The rate bar describes the connection speed between you and your 
opponent[s]. Therefore, you have no individual rate. Instead, you have a unique rate between you 
and each opponent. 



CUSTOMIZE 


CREATE PLAYER 


Whether you want to create a 7-foot, shot-blocking, slam-dunking monster- 
in-the-middle or just re-create a hot college prospect, you can do it here. 
Scale each individual body part, shape the face any way you want, and dis- 
tribute the attribute points to find the perfect fit for your team. 

To make things easier for you, there are three groups of pre-set 
es to asist you in the player create process. 


CREATE TEAM 


You can create up to two created teams and store them on your 
VMU. Pick a logo, give your team a name, a home city and pick a 
playbook. Then assign players to your created team’s roster. 



OPTIONS 


COACHIWG MOVES 


From this menu, you can take control of your team. You can 
assign defensive pressure, assign your defenders to guard certair 
people, or call for the double team. It’s your team, so you make tl 
call. 


TIMEOUTS 


When you see the momentum begin to shift on you [ie. the other team is 
scoring unanswered points] call a timeout (START button] to get your team 
back into the swing of things. 


SUBSTITUTIONS 


Keep your lineup fresh and out of foul trouble. Substitute in any of your 
bench players. You can make single -player moves, change a couple of play- 
ers. or swap the whole team. Press L and R to scroll through the available 
lineups. 


»>COFlCH'S FILE | Lineups 

Getting abusetl in the paint? Send in vquf Big lineiip. Can't 
get an easy baBkBt7 Send:ifi the Srtiaii lineup and use speed 
to get around the defendersi Need a puick 3? Then get 
ydul’ long range bombers out; dhto the court. 
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ADDITIONAL MUSIC 


“DA GQODNESS" [featuring Busta Rhymes] 

Performed by Redman 

Courtesy of Def Jam Music Group under license from Universal Music 
Enterprises. 

p] 1998 The Island Def Jam Music Group. 

[Trevor Smith, Reggie Noble, Duke Ellington. Irving Mills, Juan Tizol] 

©1998 WARNER-TAMERLANE PUBLISHING CORR [BMI], 

T’ZIAH’S MUSIC [BMI], 

FUNKY NOBLE PRQDUCTIONS/FAMOUS MUSIC CORPORATION [ASCAP], 

EMI MILLS MUSIC. INC. [ASCAP) 

ALL RIGHTS ON BEHALF OF T'ZIAH’S MUSIC [BMI] 

ADMINISTERED BY WARNER-TAMERLANE PUBLISHING CORR [BMI] 

ALL RIGHTS RESERVED. USED BY PERMISSION. 

CONTAINS SAMPLES FROM “CARAVAN” BY DUKE ELLINGTON. JUAN TIZOL. IRVING MILLS. 
FAMOUS MUSIC CORR [ASCAP] [U.S. ONLY - 33 1/3%] 

EMI MILLS MUSIC, INC. [ASCAP] 

Redman’s new album in stores December 12, 2000 
www.defjam.com 

The names and logos of all stadiums/arenas are trademarks of their 
respective owners and are used by permission. 
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*THIS LIMITED WARRANTY IS VALID FOR U.S. AND CANADIAN SEGA DREAMCAST SOFTWARE MANU- 
FACTURED FOR SALE IN AND PURCHASED AND OPERATED IN THE UNITED STATES AND CANADA, ONLY! 


Limited Warranty 

Sega of America, Inc. warrants to the original consumer purchaser that the Sega Dreamcast GD-ROM shall be free from defects in material 
and workmanship for a period of SO-days from the date of purchase. If a defect covered by this limited warranty occurs during this 90-dav 
warranty period, the defective GD-ROM or component will be replaced free of charge. This limited warranty does not apply if the defects 
have been caused by negligence, accident, unreasonable use, modification, tampering or any other causes not related to defective materials 
or workmanship. Please retain the original or a photocopy of your dated sales receipt to establish the date of purchase for in-warranty 
replacement. For replacement, return the disc, with its original packaging and receipt, to the retailer from which the software was originally 
purchased. In the event that you cannot obtain a replacement from the retailer, please contact Sega to obtain support. 

Obtaining technical support/service 

To receive additional support, including troubleshooting assistance, please contact Sega at: 

•web site http://www.sega.com/customer_service 

•e-mail support@sega.com 

• 800 number 1-800-USA-SEGA 

• Instructions en frangais, telephoner au: 1-800-872-7342. 


LIMITATIONS ON WARRANTY 

ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, 
ARE HEREBY LIMITED TO 90-DAYS FROM THE DATE OF PURCHASE AND ARE SUBJECT TO THE CONDITIONS SET FORTH HEREIN. IN NO 
EVENT SHALL SEGA OF AMERICA, INC., BE LIABLE FOR CONSEQUENTIAL OR INCIDENTAL DAMAGES RESULTING FROM THE BREACH OF 
ANY EXPRESS OR IMPLIED WARRANTIES. THE PROVISIONS OF THIS LIMITED WARRANTY ARE VALID IN THE UNITED STATES ONLY. SOME 
STATES DO NOT ALLOW LIMITATIONS ON HOW LONG AN IMPLIED WARRANTY LASTS, OR EXCLUSION OF CONSEQUENTIAL OR INCIDEN- 
lAL DAMAGES, SO THE ABOVE LIMITATION OR EXCLUSION MAY NOT APPLY TO YOU. THIS WARRANTY PROVIDES YOU WITH SPECIFIC 
LEGAL RIGHTS. YOU MAY HAVE OTHER RIGHTS WHICH VARY FROM STATE TO STATE. 

ESRB RATING 

riiis product has been rated by the Entertainment Software Rating Board. For information about the ESRB rating, or to comment about the 
appropriateness of the rating, please contact the ESRB at 1-800-771-3772. 


Sega is registered in the U.S. Patent and Trademark Office. Sega, Dreamcast, the Dreamcast logo, and Sega Sports are registered trade- 
marks or trademarks of Sega Corporation. © SEGA CORPORATION, 2001. All Rights Reserved, www.sega.com The NBA and individual 
NBA member team identifications used on or in this product are trademarks, copyrighted designs and other forms of intellectual property of 
NBA Properties, Inc. and the respective NBA member teams and may not be used, in whole or in part, without the prior written consent of 
NBA Properties, Inc. © 2001. NBA Properties, Inc. All Rights Reserved. This game is licensed for use with the Sega Dreamcast system only. 
Copying and/or transmission of this game is strictly prohibited. Unauthorized rental or public performance of this game is a violation of appli- 
cfible laws. Sega of America, RO. Box 7639, San Francisco, CA 94120. All Rights Reserved. Programmed in Japan. Made and printed in the 
USA. WARNING: Operates only with NTSC televisions and Sega Dreamcast systems purchased in North and South America (except 
Argentina, Paraguay and Uruguay). Will not operate with any other televisions, or Sega Dreamcast systems. Product covered under one or 
mure U.S. Patents: 5,460,374; 5,627,895; 5,688,173; 4,442,486; 4,454,594; 4,462,076; 6,102,800 Re. 35,839; Japanese Patent No. 2870538 (Patents 
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